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INFORMATION PROCESSING APPARATUS
AND INFORMATION PROCESSING SYSTEM

CROSS REFERENCE TO RELATED
APPLICATIONS

This application claims the benefit of U.S. patent applica-
tion Ser. No. 13/682,044, filed Nov. 20, 2012, the entire
disclosure of which is hereby incorporated by reference.

BACKGROUND OF THE INVENTION

1. Field of the Invention

The present invention relates to an application that allows
a user to obtain an item and to a technology related thereto.

2. Description of the Related Art

In recent years, a wide variety of game software has been
introduced. As one of measures for providing motivation for
the user to continue to play, a possible option is to commend
the degree of achievement when the user achieves various
missions in a game. In this case, if it is possible to present the
total degree of achievement for various games to the user
and/or to allow the user to compete for the degree of achieve-
ment with another user instead of commending the achieve-
ment only in a closed world of a single game, the attractive-
ness of a game system will increase, and the user will be given
meaning to play until the end. As such, achievement manage-
ment systems are proposed that allows a user to acquire items
when the user achieves missions and derive the level of the
user based on points obtained according to acquisition of the
items (Patent document No. 1).

[Patent document No. 1] Japanese Patent Application Pub-
lication No. 2010-5255

While various types of game software have been devel-
oped, game makers have been making efforts to introduce
new games to users by distributing free trial-version software
in addition to product advertisement by TV commercials and
the like. In recent years, game devices have been introduced
that allow game software to be stored in a large-capacity
memory device such as a hard disk so as to enjoy installed
games without a game disk. In such game devices, users can
also download game software from a virtual game shop via
the Internet. Thus, efforts have been also made toward acqui-
sition of new users by distributing trial-version software from
the virtual game shop.

In a system proposed in Patent document No. 1, a user may
complete a mission and acquire an item when playing trial-
version software. In this case, since the software is only
trial-version software, it is not fair to users who have pur-
chased product-version software to incorporate the acquired
item in points that represent the level of'a user. This is thus not
preferred. However, since the acquired item is a result of
game play even though the software is a trial version, it is
preferred to be able to notify the user of the acquisition of the
item. It is also preferred to present to the user at the same time
that the acquisition did not occur in the product-version soft-
ware. It is necessary to properly manage item acquisition
information in order to achieve such a process.

SUMMARY OF THE INVENTION

The present invention provides a technology for properly
managing item acquisition information.

An information processing apparatus according to one
embodiment of the present invention includes: a storing unit
configured to store execution information on an application
program; a first item acquisition processing unit configured to
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2

generate, when a requirement is met that was set in advance in
an application, item acquisition information using an item ID
associated with the met requirement; and a memory device
configured to store the generated item acquisition informa-
tion. The first item acquisition processing unit determines
attribute information on an acquired item based on the execu-
tion information stored in the storing unit and generates item
acquisition information that maps an item ID to the deter-
mined attribute information.

Another embodiment of the present invention also relates
to an information processing apparatus. The information pro-
cessing apparatus includes: an item acquisition processing
unit configured to generate, when a requirement is med that
was set in advance in an application, item acquisition infor-
mation using an item ID associated with the met requirement;
a memory device configured to store the generated item
acquisition information; and an acquired item displaying unit
configured to display an image of the acquired item on a
screen using the item acquisition information. The acquired
item displaying unit displays an image of an item acquired
when an application program was being executed under a
predetermined environment in a mode different from that of
an image of an item acquired when the application program
was being executed under an environment different from the
predetermined environment.

Another embodiment of the present invention relates to an
information processing system. This information processing
system relates to an information processing system where an
information processing apparatus and a server are connected
such that the information processing apparatus and the server
can communicate through a network. The information pro-
cessing apparatus includes: a first memory device configured
to store item acquisition information that maps, to attribute
information, an item ID for identifying an item acquired
during the execution of an application program. The server
includes: a second memory device configured to store, along
with information identifying the user, item acquisition infor-
mation including an item ID for identifying an item acquired
by the user. The information processing apparatus determines
whether or not to transmit the item acquisition information to
the server based on the attribute information.

Another embodiment of the present invention relates to an
information processing apparatus. This apparatus includes:
an item acquisition processing unit configured to generate,
when a requirement is met that was set in advance in an
application, item acquisition information using an item ID
associated with the met requirement; a memory device con-
figured to store the generated item acquisition information;
and a communication unit configured to transmit the item
acquisition information stored in the memory device. The
item acquisition processing unit generates item acquisition
information that maps, to the item ID, attribute information
determining whether or not to synchronize the item acquisi-
tion information stored in the memory device with that of
another information processing apparatus, and the communi-
cation unit transmits item acquisition information including
attribute information determining to perform synchronization
but does not transmit item acquisition information including
attribute information determining not to perform synchroni-
zation.

Optional combinations of the aforementioned constituting
elements and implementations of the invention in the form of
methods, apparatuses, systems, recording mediums, and
computer programs may also be practiced as additional
modes of the present invention.

BRIEF DESCRIPTION OF THE DRAWINGS

Embodiments will now be described, by way of example
only, with reference to the accompanying drawings which are
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meant to be exemplary, not limiting, and wherein like ele-
ments are numbered alike in several Figures, in which:

FIG. 1 is a diagram illustrating an information processing
system according to an embodiment of the present invention;

FIG. 2 is a diagram illustrating hardware blocks of a game
device;

FIG. 3 is a diagram illustrating functional blocks of the
information processing system for executing a process of
managing an item;

FIG. 41s a diagram illustrating the detailed configuration of
the game device;

FIG. 5 is a diagram illustrating an example of relationship
between the content of a mission and an item 1D;

FIG. 6 is a diagram illustrating a trophy acquisition table;

FIG. 7 is a diagram illustrating trophy acquisition tables in
two game devices and an achievement-level management
server;

FIG. 8 is a diagram illustrating a situation where a process
of synchronizing item acquisition information is performed
between a first game device and the achievement-level man-
agement server,

FIG. 9 is a diagram illustrating a situation where a process
of synchronizing item acquisition information is performed
between a second game device and the achievement-level
management server;

FIG.10is a diagram illustrating a situation where a process
of synchronizing item acquisition information is performed
between the first game device and the achievement-level
management server;

FIG. 11 is a diagram illustrating an example of a screen
image that shows a game achievement level;

FIG. 12 is a diagram illustrating an example of a screen
image that shows an acquired trophy;

FIG. 13 is a diagram illustrating an example of a screen
image that compares the achievement level of the user with
the achievement level of another user;

FIG. 14 is a diagram illustrating an example of a screen
image that shows the level of a user;

FIG. 15 is a diagram illustrating a flowchart of a process of
acquiring an item; and

FIG. 16 is a diagram illustrating a flowchart for generating
an acquired-trophy display screen image.

DETAILED DESCRIPTION OF THE INVENTION

The invention will now be described by reference to the
preferred embodiments. This does not intend to limit the
scope of the present invention, but to exemplify the invention.

An explanation is first given of the outline of the present
invention. As an exemplary embodiment of the present inven-
tion, a game system is shown that is an example of an infor-
mation processing system. In the game system, when the user
clears, during game play, a requirement (mission) set in
advance by game software, an item is provided by the game
software according to the met requirement. A mission is
appropriately set in the game software to be, e.g., winning a
special race in a racing game and defeating a specific enemy
character in a fighting game.

In the present exemplary embodiment, an item that is pro-
vided is referred to as a “trophy”. There are several types of
trophies. In the present exemplary embodiment, trophies are
prepared in four grades (types): bronze; silver; gold; and
platinum. The game software assigns missions to the three
grades: bronze; silver; and gold, so that the degree of diffi-
culty increases in said order. Therefore, a mission that can be
easily achieved is assigned to a bronze trophy, and a mission
that is difficult to achieve is assigned to a gold trophy. A
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platinum trophy does not correspond to an individual mission
in a game. The system software provides a platinum trophy to
the user when all the missions prepared by the game software
are cleared.

The user can compare his/her acquired trophy with an
acquired trophy of another user via an achievement-level
management server on a network. The achievement-level
management server manages an acquired trophy of the user.
For example, in the case where game play is performed in a
plurality of game devices by the user, trophies that are
acquired in each game device are put together, and trophy
acquisition information in each game device is then synchro-
nized (file synchronization). Points have been set for each
trophy type, and the user can raise his’her level as a game
player by increasing the number of points that have been
acquired.

File synchronization of trophy acquisition information
occurs for a trophy acquired by the user using product-version
game software. File synchronization does not occur for a
trophy acquired using trial-version game software. In other
words, in the information processing system according to the
present exemplary embodiment, although the user can play a
trial-version game and acquire a trophy, the trophy acquisi-
tion information is not synchronized with the achievement-
level management server, in other words, the trophy acquisi-
tion information is not added as points. This ensures fairness
to users who have purchased product-version software.
Although a display mode of a trophy acquired by playing a
trial-version game is different from that of a trophy acquired
by playing a product-version game, a trophy acquired by
playing a trial-version game is visibly displayed so that the
user can confirm the acquisition of the trophy.

In addition to those legitimately purchased by the user, a
product-version game software includes, e.g., those legiti-
mately rented by the user on a temporary basis. On the other
hand, for example, if game software that is the same as prod-
uct-version game software is distributed as trial-version game
software on a temporary basis of one day or so, this game
software does not correspond to product-version game soft-
ware according to the present exemplary embodiment. In
other words, production-version game software means soft-
ware for which the user is given legitimate authorization for
executing the software in the present exemplary embodiment.
In other words, whether or not game software is a product-
version game software is determined by the presence of legiti-
mate authorization. Therefore, game software rented by the
user by paying a fee is also treated as a product-version game
software. For example, in a case where a user downloads
another user’s save data so as to execute game software, the
user does not have legitimate authorization for using the save
data, and the game software is thus treated differently from a
product-version game software in the present exemplary
embodiment.

FIG. 1 illustrates an information processing system
according to an exemplary embodiment of the present inven-
tion.

An information processing system 1 is provided with a
game controller 40, a game device 10 for executing a game
program, and a display device 12 for outputting, in an image,
a result of a process performed by the game device 10. The
game device 10 may be a dedicated game device. Alterna-
tively, the game device 10 may be a computer that installs an
emulator and operates as a game device. The game controller
40 is an input interface apparatus that allows the user to enter
operation input to the game device 10. The game controller 40
may serve to transmit operation input wirelessly. Alterna-
tively, the game controller may be connected to the game
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device 10 via a cable. The display device 12 may be a televi-
sion set provided with a speaker. The display device 12 may
be connected to the game device 10 via a wired cable or
wirelessly via a wireless LAN (Local Area Network) or the
like. The game device 10 is connected via a router 15 to a
provision server 17 and an achievement-level management
server 18 that are connected to a network 16 and is capable of
transmitting and/or receiving desired data. The provision
server 17 is operated by a game creator, a game sales com-
pany, or the like and provides to the game device 10 “rights”
information and additional information regarding game soft-
ware and the execution of the game software. A file that
contains the “rights” information and additional information
is referred to as a “rights” file. The achievement-level man-
agement server 18 is operated by a subject that manages a
game achievement level and manages a trophy achieved by
the user in a game.

The “rights” information provided from the provision
server 17 contains key information for decoding encrypted
game software. The additional information contains license
information related to the execution of downloaded game
software and contains, e.g., information specifying whether
the game software is product-version game software or trial-
version game software. Ifthe game software is downloaded in
a rental format, the additional information contains informa-
tion indicating that the game software is rental-version soft-
ware, information indicating the starting time and the ending
time of the rental effective period, and the like. By acquiring
the additional information, the game device 10 can recognize
whether downloaded game software is product-version game
software, trial-version game software, or rental content. In
general, if the game software is trial-version game software,
the execution of a game function is limited compared to that
of'the product-version game software. If the game software is
rental-version game software, a function that is the same as
that of the product-version game software is executed.

Upon recognition of being trial-version game software, the
game software limits the function in accordance with a pro-
gram that has been coded in advance. Whether or not the
function is to be limited depends on the game software, and a
functional limitation may not be imposed even if the game
software is trial-version game software. For example, if the
game software is trial-version software that allows for the
execution of a function that is the same as that of product-
version software for a limited time only, a playable period is
written in the “rights” information, and information indicat-
ing that the game software is trial-version software is written
in the additional information. This prevents the game soft-
ware from being decoded after the expiration of the limited
period, and the user can no longer play the game. If the game
software is trial-version software that allows for the execution
of the function without a time limitation while partially lim-
iting the function of product-version software, a playable
period is not written in the “rights” information, and infor-
mation indicating that the game software is trial-version soft-
ware is written in the additional information.

In the present exemplary embodiment, the provision server
17 provides, as trial-version game software, to the game
device 10 without any charge product-version game software
with an unlimited function and with a limited play period.
When the game device 10 downloads trial-version game soft-
ware from the provision server 17 according to an instruction
from the user provided from the game controller 40, the user
can play the downloaded game software as trial-version game
software and purchase product-version game software by
accessing the provision server 17 if the user is pleased with
the game software.
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In this case, the game device 10 only needs to acquire a
“rights” file that contains “rights” information without a lim-
ited play period and additional information describing that
the game software is product-version game software, instead
of'downloading the product-version game software. Upon the
acquisition of the “rights” file, the game device 10 can treat
the trial-version game software as the product-version game
software. In other words, by acquiring the “rights” file of the
product-version game software, the game device 10 can treat
the downloaded game software as the product-version game
software. For example, if a limitation of a play period, “avail-
able for only one day”, is imposed on the trial-version game
software, the game device 10 can execute the game software
at any time by acquiring the “rights” file of the product-
version game software so as to remove the limitation of the
play period. If the downloaded game software is rental con-
tent, the user can play the game for one month by acquiring
the “rights” file with additional information and a play period
in which, e.g., one month extension period is described. In
this case, when the rental period is expired after one month,
for example, the game software may be automatically deleted
from the game device 10 so that the user can no longer play.

As described, in the information processing system 1, it
becomes unnecessary to download the product-version game
software again by downloading the product-version game
software as the trial-version game software after limiting the
play period using the “rights” information. With this, the
trouble of having to download the product-version game soft-
ware can be avoided, and unnecessary storage of duplicate
software of the same game in a memory device of the game
device 10 can be also prevented. For example, by limiting the
play period using the additional information and by allowing
the product-version game software to be downloaded as
rental-version game software, the user can be allowed to play
the product-version game software within an effective period
thereof.

In the information processing system 1, when the user
clears, during game play, a requirement (mission) set in
advance by game software, a trophy is provided according to
the met requirement. The trophy acquisition information of
the user is recorded in the memory device of the game device
10. If the game software is the product-version (or rental-
version) game software, i.e., if the trophy is acquired by the
user having legitimate authorization, the trophy acquisition
information is transmitted to and accumulated in the achieve-
ment-level management server 18. The achievement-level
management server 18 accumulates trophy acquisition infor-
mation for each user based on an account ID on a network that
identifies a user. For example, when a single user plays using
a plurality of game devices 10, the achievement-level man-
agement server 18 merges new trophy acquisition informa-
tion with trophy acquisition information that has been accu-
mulated in the past and put the both sets of information
together if the user uses the same account ID through the
plurality of game devices 10. At the same time, the achieve-
ment-level management server 18 transmits merged trophy
acquisition information to the plurality of game devices 10 of
a single user, and trophy acquisition information is synchro-
nized between the game devices 10 and the achievement-level
management server 18.

FIG. 2 illustrates a hardware block diagram of a game
device 10. The game device 10 is provided with a power
button 20, an LED 22, a system controller 24, a device con-
troller 30, a media drive 32, a hard disk drive 34, a switch 36,
a wireless interface 38, a main controller 100, main memory
102, and an output processing unit 104.
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The power button 20 is an input unit to which operation
input from the user is entered. The power button 20 is oper-
ated to turn on or off electrical supply to the game device 10.
The LED 22 displays the on or off state of the power by
lighting. The system controller 24 detects a pressed-down
state or a non-pressed-down state of the power button 20.
Upon detection of state transition from a power-off state to the
pressed-down state, the system controller 24 starts the main
controller 100 so as to start up aboot sequence of an operating
system and controls the lighting of the LED 22. If a power
cable is plugged in the game device 10, the system controller
24 maintains a standby mode even during a power-off state
and monitors for the pressing of the power button 20.

The device controller 30 is formed as an L.SI (Large-Scale
Integrated Circuit) for executing the exchange of information
among devices just like a southbridge. As described in the
figure, devices such as the system controller 24, the media
drive 32, the hard disk drive 34, the switch 36, the main
controller 100, and the like are connected to the device con-
troller 30. The device controller 30 takes in differences in
electrical properties and differences in data transmission
speed of the devices and controls the timing of data transmis-
sion. The hard disk drive 34 drives a built-in hard disk and
performs writing/reading of data. The built-in hard disk func-
tions as a memory device for storing data. The media drive 32
is a drive apparatus that drives and recognizes, when a read-
only recording medium 50 in which game software is
recorded is mounted, the recording medium 50 so as to read
necessary data from the recording medium 50. The recording
medium 50 may be a medium such as an optical disk or a
magneto-optical disk.

The switch 36 is an Ethernet switch (Ethernet is a regis-
tered trademark) and a device that is connected to an external
device by wire or wirelessly so as to transmit and receive data.
The switch 36 receives game software and a “rights” file from
the provision server 17 via the network 16. The switch 36
transmits and/or receives desired data such as trophy acqui-
sition information to/from the achievement-level manage-
ment server 18. The switch 36 connects to the wireless inter-
face 38, and the wireless interface 38 connects to the game
controller 40 having a wireless communication function
through a communication protocol such as a Bluetooth (reg-
istered trademark) protocol and an IEEE802.11 protocol.
Operation information entered in the game controller 40 is
provided to the main controller 100 via the wireless interface
38, the switch 36, and the device controller 30.

The main controller 100 is provided with a multi-core CPU
and has one versatile processor core and a plurality of simple
processor cores in one CPU. The versatile processor core is
referred to as a PPU (Power Processing Unit), and the remain-
ing processor cores are referred to as a SPU (Synergistic-
Processing Unit). In the main controller 100, a function and
an environment for efficiently using the game device 10 is
provided, and an operating system (hereinafter, simply
referred to as “OS (Operating System)”) is executed that
controls the entire device in an integrated manner. The OS of
the game device 10 according to the present exemplary
embodiment is provided with three layers, that is, a user layer,
a kernel layer, and a hypervisor layer, in said order from the
upper layer to the lower layer. Software of the user layer, the
kernel layer, and the hypervisor layer integrally functions as
the “OS” of the game device 10.

When the power is turned on using the power button 20, the
system controller 24 provides power to the main controller
100 and the output processing unit 104 via the device con-
troller 30. After power is provided to the main controller 100,
the PPU first executes a boot loader of the OS so as to activate
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the hypervisor layer. The PPU then activates the kernel layer
of'the OS and further activates the user layer so as to prepare
to receive data provided from the hard disk drive 34 or from
the recording medium 50. This allows the main controller 100
to execute a game program.

The main controller 100 is provided with a memory con-
troller connected to the main memory 102. The PPU has a
register and is provided with a main processor as a main body
for executing the calculation so as to efficiently assign a task
serving as a basic processing unit in the application to execute
to each SPU. The PPU may execute a task by itself. The SPU
has a register and is provided with a sub-processor serving as
a main body for executing the calculation and local memory
serving as a local storage region. The main memory 102 and
the local memory are configured as RAM (random access
memory). The SPU has a DMA (Direct Memory Access)
controller as a control unit for its exclusive use. By transmit-
ting data between the main memory 102 and the local
memory, the SPU can perform stream processing of data at a
high speed and can implement high-speed data transmission
between the frame memory built in the output processing unit
104 and the local memory.

The output processing unit 104 is connected to the display
device 12 and outputs a video image signal and a sound signal
that are the processing results of the application. The output
processing unit 104 is provided with a GPU (Graphics Pro-
cessing Unit) that implements an image processing function.
The GPU adopts an HDMI (High Definition Multimedia
Interface) and can output a video image signal in digital form.

The processing function of the game device 10 explained in
the present exemplary embodiment can be applied to an infor-
mation processing apparatus that executes not only games but
also other applications. In the information processing appa-
ratus, system software, application software, and an item
management utility are executed. As an example of the infor-
mation processing apparatus, an explanation is given of the
processing function of the game device 10 that is imple-
mented by system software, application software, and an item
management utility.

Upon the detection of the achievement of a play require-
ment that is set in advance during the progress of the game by
the user, the game software calls an item management utility
installed in the game device 10 and gives the user an item
(trophy).

More specifically, a trophy acquisition table is prepared
beforehand in the hard disk drive 34, the trophy acquisition
table indicating all trophy IDs prepared by the game software
and acquisition flag values that show whether or not a trophy
has been acquired. In the default state, the acquisition flag
values are set to zero. When the game software provides the
item management utility with a trophy 1D that corresponds to
the met requirement, the item management utility refers to the
acquisition flag value of a corresponding trophy ID. The item
management utility does not change the flag value if the flag
value is one but sets the flag value to one if the flag value is
zero. The trophy ID whose acquisition flag value is set to one
constitutes trophy acquisition information. With this, every
time the game software detects the achievement of a require-
ment that has been set, the trophy acquisition table is updated,
increasing the trophy acquisition information.

The trophy acquisition table includes attribute information
(attribute flag) that indicates whether or not the game soft-
ware is being executed under a predetermined environment at
the time of the acquisition of a trophy. Whether or not the
game software is being executed under the predetermined
environment is determined by, e.g., the additional informa-
tion contained in the “rights” file. For example, when the
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additional information contains information indicating that
the game software is product-version game software or
rental-version game software, an attribute flag value is set to
1. On the other hand, when the additional information con-
tains information indicating that the game software is trial-
version game software, the attribute flag value is setto 0. Even
when the additional information contains information indi-
cating that the game software is product-version game soft-
ware or rental-version game software, the attribute flag value
of a trophy that is acquired is set to 0 if save data of another
user other than the user himself/herself is being used. As will
hereinafter be described, a second attribute flag may be pro-
vided, and the value thereof may be set to O in this case.

Even when the game software at the time of the acquisition
of the trophy is trial-version game software where the
attribute flag value is set to O, the attribute flag value is
changed to 1 when the user later acquires the “rights™ file of
the product-version game software so that the game software
is upgraded to the product-version game software. With this,
atrophy acquired in the trial-version game software is treated
as a trophy acquired in the product-version game software
after the acquisition of the “rights” file of the product-version
game software and is to be merged in the acquisition infor-
mation in the achievement-level management server 18. If the
trophy is acquired using another user’s save data, the trophy
is not to be merged.

The item management utility transmits the trophy acquisi-
tion information to the achievement-level management server
18. The achievement-level management server 18 merges the
new trophy acquisition information with the trophy acquisi-
tion information accumulated in the past, based on the user’s
account ID, and accumulates the information. This merging
processing is performed not for each game but for each tro-
phy. In other words, even if the game software being executed
in the game device 10 is trial-version game software at the
time of merging, an item is subject to the process of merging
if there exists, among trophies acquired in the game, a trophy
acquired during the play of the product-version game.

To the item management utility, the trophy acquisition
information is transmitted from the achievement-level man-
agement server 18. For example, when the user performs
game play using a plurality of game devices 10, trophy acqui-
sition information acquired in one game device 10 is synchro-
nized in other game devices 10. With this, even when the same
game is played in a plurality of game devices 10, trophy
acquisition information will be synchronized in the plurality
of'game devices 10 and in the achievement-level management
server 18. Synchronization means keeping trophy acquisition
information, which is to be stored, to be in the same state, for
example, to be in the latest updated state in a plurality of
information processing apparatuses. In the present exemplary
embodiment, a combination of a trophy ID and an acquisition
flag value needs to be synchronized, and an attribute flag
value does not always need to be synchronized.

FIG. 3 illustrates a functional block diagram of the infor-
mation processing system 1 for executing a process of man-
aging an item (trophy). The game device 10 executes system
software 200, game software 300, and item management
utility software (hereinafter referred to as an “item manage-
ment utility”’) 400. The system software 200 is an operating
system (OS) and has a display processing function or the like
in the game device 10. The item management utility 400
provides a function for allowing the game software 300 to use
the information processing system 1. The game software 300
executes, while utilizing a function of the item management
utility 400, a process of installing item setting information
60a, a process of generating item acquisition information
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70a, and a process of acquiring item setting information 605
and item acquisition information 705 from the achievement-
level management server 18.

The achievement-level management server 18 is provided
with a controller 500 and a memory device 80. In the memory
device 80, the latest item setting information 606 and item
acquisition information 705, 70¢, and 704 for a plurality of
users who have registered with the information processing
system 1 are retained. In the following, it is assumed that the
item acquisition information 705 is the item acquisition infor-
mation of a user of the game device 10 and that the item
acquisition information 70c¢ and the item acquisition infor-
mation 704 are the item acquisition information of other
users.

The game software 300 calls a “trophy registering func-
tion” from the item management utility 400 when the game
software 300 is started. With this, item setting information 60
is fetched from a predetermined file included in game soft-
ware recorded in the recording medium 50 or the hard disk
drive 34 (the file is hereinafter referred to as an “item file”),
and the fetched item setting information 60 is installed on the
hard disk drive 34. This allows the game software 300 to be in
a state where a trophy can be acquired. This installation
process needs to be executed once. Thus, the installation
process is executed at the time when the game software 300 is
started for the first time.

Ifthe user has signed in a service provided by the informa-
tion processing system 1 at this time, the trophy registering
function checks item acquisition information 705 associated
with the account ID of the user in the achievement-level
management server 18. If a trophy other than the trophy
identified by the item acquisition information 70a stored in
the hard disk drive 34 is included in the item acquisition
information 706 in the achievement-level management server
18, the trophy registering function acquires the item acquisi-
tion information 706 and additionally stores the item acqui-
sition information 705 in the hard disk drive 34. In this case,
by allowing the trophy registering function to acquire a dif-
ference between the item acquisition information 70a and the
item acquisition information 704, the size of data to be trans-
mitted can be reduced.

If a trophy other than the trophy identified by the item
acquisition information 705 in the achievement-level man-
agement server 18 is included in the item acquisition infor-
mation 70a, the trophy registering function transmits to the
achievement-level management server 18 the item acquisi-
tion information 70a with an attribute flag value set to be 1,
while the trophy registering function does not transmit to the
achievement-level management server 18 the item acquisi-
tion information 705 with an attribute flag value set to be “0”.
By determining the item acquisition information 70a to be
transmitted as described above, only the item acquisition
information 706 acquired in product-version software is
accumulated in the achievement-level management server 18.

Ifthe item setting information 605 in the achievement-level
management server 18 has been updated to be the latest item
setting information 604, the trophy registering function
acquires the item setting information 605 and saves the item
setting information 605 in the hard disk drive 34 while over-
writing the old information.

Item setting information 60 includes attributes such as, an
image representing each trophy (trophy image), the name and
the explanation text for each trophy, or the like. The item
setting information 60 may be updated so as to increase the
number of trophies. Therefore, the trophy registering function
of'the item management utility 400 has a function of checking
the achievement-level management server 18 for whether the
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item setting information 60 has been updated. The item set-
ting information 60 is stored in one item file and included in
game software stored in the recording medium 50 or the hard
disk drive 34. One trophy has attributes shown as follows:
(1) Trophy ID

An 1D for identifying the trophy.
(2) Name/Detailed Information

The name of the trophy and explanation regarding the
trophy.

(3) Grade (Type)

One of either bronze/silver/gold/platinum
(4) Platinum Link

Whether the acquisition of the trophy is included in the
requirement for acquiring a platinum trophy.

If a plurality of trophies are included in the item setting
information 60, the number of a set of the attributes (1)
through (4) indicated above and the number of trophy images
that are set in the item setting information 60 are equal to be
the number of the trophies.

The system software 200 generates a display screen image
of the display device 12, for example, generates a screen
image indicating the acquisition status of trophies, using a
GUI (Graphical User Interface) and using the item setting
information 60a and the item acquisition information 70a that
are provided by the item management utility 400. In a trophy
acquisition table, a trophy with an attribute flag value set to be
01is displayed ina mode different from that of a trophy with an
attribute flag value set to be 1. With this, it can be presented to
the user that the trophy has been acquired using the trial-
version software.

A detailed explanation is given of the game device 10 in the
following. FIG. 4 illustrates a detailed configuration of the
game device 10 shown in FIG. 3. The game device 10
executes the system software 200, the game software 300, and
the item management utility 400.

The system software 200 operates as an operating system
(OS) and is provided with a special-item acquisition require-
ment achievement determining unit 202, a message genera-
tion unit 204, an item information acquisition unit 210, an
achievement-level deriving unit 220, a level deriving unit
222, and a display processing unit 230. The item information
acquisition unit 210 has an item setting information acquisi-
tion unit 212 and an item acquisition information acquisition
unit 214. The display processing unit 230 has an icon image
displaying unit 232, an achievement-level information dis-
playing unit 234, a level information displaying unit 236, an
acquired item displaying unit 238, and a message displaying
unit 240.

The item management utility 400 is provided with a regis-
tration processing unit 402, a communication unit 404, an
item information providing unit 406, a special item process-
ing unit 410, an item ID acquisition unit 420, a play item
acquisition processing unit 422, and an execution information
storing unit 430. The special item processing unit 410 has a
special item acquisition processing unit 412, an item acqui-
sition status examination unit 414, a special item ID notifica-
tion unit 416, and an item ID acquisition unit 418. The game
software 300 is provided with an application execution unit
302, a requirement achievement detection unit 304, and an
item ID notification unit 306.

In FIG. 4, the elements shown in functional blocks that
indicate a variety of processes are implemented in hardware
by any CPU (Central Processing Unit), memory, or other
LSI’s, and in software by a program loaded in memory, etc.
As stated previously, the main controller 100 is provided with
one PPU and a plurality of SPU’s, and functional blocks can
be formed by a PPU only, a SPU only, or the cooperation of
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both. Therefore, it will be obvious to those skilled in the art
that the functional blocks may be implemented in a variety of
manners by a combination of hardware and software.

The trophy registering function described above is per-
formed by the registration processing unit 402. The registra-
tion processing unit 402 checks the item acquisition informa-
tion 705 in the achievement-level management server 18 via
the communication unit 404 at a predetermined point in time.
If item acquisition information 70 of a trophy that is not
retained in the hard disk drive 34 exists in the achievement-
level management server 18 at this time, the registration pro-
cessing unit 402 acquires the item acquisition information 70.
If there is item acquisition information 70 of a trophy that is
retained in the hard disk drive 34 but that is not retained in the
achievement-level management server 18, the registration
processing unit 402 transmits the item acquisition informa-
tion 70 from the communication unit 404.

In reference to an attribute flag value, the registration pro-
cessing unit 402 does not transmit item acquisition informa-
tion 70 with an attribute flag value of “0” from the commu-
nication unit 404 but transmits only item acquisition
information 70 with an attribute flag value of “1” from the
communication unit 404 to the achievement-level manage-
ment server 18. This allows the achievement-level manage-
ment server 18 to acquire only item acquisition information
70 acquired using product-version game software. In other
words, item acquisition information 70 acquired using prod-
uct-version game software is synchronized between the game
device 10 and the achievement-level management server 18
in the information processing system 1.

The game software 300 includes at least an execution pro-
gram for executing a game, game data used by the execution
program, and parameter information for defining setting
information or the like related to the execution of the game.
The execution program is a program used to progress the
game. The game data includes data of stages developed in the
game, character data, and the like. When combined, the
execution program and the game data are sometimes called a
game program.

The parameter information is data used to determine the
operation of the game device 10, such as a rendering resolu-
tion of the game, age information regarding access restriction
related to a parental lock function, and the like. The parameter
information is read into the game device 10 before the execu-
tion program is started, and the parameter information is used
for the setting of an output resolution, for the determination
by the parental lock function of whether or not the execution
program is to be executed, and the like.

Rights information 75 and additional information 77 of
game software are registered in the hard disk drive 34. The
rights information 75 includes key information for decoding
the game software and includes, if the game software is trial-
version game software with a limited play period, informa-
tion regarding the limited play period. The additional infor-
mation 77 includes information related to the game software
and contains, e.g., information specifying whether the game
software is product-version game software, trial-version
game software, or rental-version game software.

When the user enters a request for executing a game by
operating the game controller 40, the system software 200
checks the rights information 75 so as to determine whether
the play period is limited. If the play period is limited and is
already expired, the game program is not started. If the play
period is not limited or if the play period is limited but not
expired, the game program is decoded using the key informa-
tion, and the application execution unit 302 starts the game
program.
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An explanation is first given of a process for acquiring a
trophy and then given of a process for displaying the acquired
trophy in the following.

<Process for Acquiring Trophies>

The registration processing unit 402 fetches the item set-
ting information 60 from the item file included in the game
software recorded in the recording medium 50 or the hard
disk drive 34 and installs the fetched item setting information
60 on the hard disk drive 34. This allows the process for
acquiring a trophy to be started.

Upon the receipt of operation input entered into the game
controller 40 by the user, the application execution unit 302
executes the game program in the game software 300. In the
exemplary embodiment, the game software 300 sets in
advance a play requirement for acquiring a trophy. This
requirement is referred to as a “mission”, and the content of
the mission may be open to the users or may remain unpub-
licized. Each mission is associated with the ID of a trophy
(item ID) to be given to the user when the mission is accom-
plished.

Upon the detection of the achievement of the play require-
ment of the game that is set in advance during the progress of
the game by the user, the game software 300 calls the item
management utility 400 and notifies the item management
utility 400 of the item ID. This process is coded in the game
program. The content of each mission is associated, on a
one-to-one basis, with the ID of the trophy (item ID) to be
given to the user when the mission is accomplished. FIG. 5§
illustrates an example of relationship between the content of
a mission and an item ID.

The requirement achievement detection unit 304 detects,
based on the status of the progress of the game, that the
mission has been accomplished, i.e., that the play require-
ment of the game set in advance in the game has been met.
This detection process is hard-coded in the game program,
and a process for acquiring the item ID associated with the
mission when the mission is accomplished is written in the
game program. The detection of the accomplishment of the
requirement corresponds to the acquisition of the item ID.
The item ID notification unit 306 notifies the item manage-
ment utility 400 of the acquired item ID.

In the item management utility 400, the item ID acquisition
unit 420 acquires the item ID as notified and passes the item
1D to the play item acquisition processing unit 422. The play
item acquisition processing unit 422 generates item acquisi-
tion information 70 by using the item ID. The item acquisition
information 70 is information indicating that an item has been
acquired. The item acquisition information 70 includes an
attribute flag value indicating whether or not a game program
is being executed at the time of the acquisition of the item
under a predetermined environment. The execution informa-
tion storing unit 430 stores information included in the addi-
tional information 77 as execution information, and the play
item acquisition processing unit 422 generates the item acqui-
sition information 70 in reference to the execution informa-
tion stored in the execution information storing unit 430 and
stores the item acquisition information 70 in the hard disk
drive 34. The execution information storing unit 430 stores
execution information specifying whether the game software
being executed is product-version game software, trial-ver-
sion game software, or rental-version game software. The
item acquisition information 70 is generated in the form of a
table shown in the following.

FIG. 6 illustrates a trophy acquisition table. The trophy
acquisition table records an item ID, an acquisition flag value
indicating whether an item has been acquired, and an attribute
flag value specitying the attribute information of an acquired
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item in association with one another. An acquisition flag value
of “0” indicates that a corresponding item has not been
acquired, and an acquisition flag value of “1” indicates that a
corresponding item has been acquired.

An attribute flag is information indicating whether or not
an acquired item was acquired at the time when a game
program was being executed under a predetermined environ-
ment. The predetermined environment means an environment
where the user has legitimate authorization for executing the
game program. More specifically, the predetermined environ-
ment is an environment where a product-version or rental-
version game program is being executed and/or an environ-
ment where the user has a proper user account ID. If an item
is acquired when a game program is being executed in this
environment, an attribute flag value is set to one. On the other
hand, if an item is acquired when a trial-version game pro-
gram is being executed or when the user is playing with an
account ID for a guest, an attribute flag value is set to zero.

An attribute flag value is used for a process related to an
acquired item and a process related to an image of the
acquired item. As the process related to an acquired item, the
attribute flag value is treated as information determining
whether or not to synchronize the item acquisition informa-
tion 70 with that of another information processing apparatus
such as the achievement-level management server 18. As the
process of an image of the acquired item, the attribute flag
value is treated as information determining whether to display
an item image in a standard mode or to display the item image
in a mode different from a standard mode. The standard
display mode is a display mode of an item image acquired in
a product-version game program.

When a mission is accomplished, the acquisition flag value
of'an item ID corresponding to the mission is set to “1”. More
specifically, upon the receipt of the item ID from the item 1D
acquisition unit 420, the play item acquisition processing unit
422 checks whether the acquisition flag value associated with
the item ID is “1”. The play item acquisition processing unit
422 does not change the acquisition flag value if the acquisi-
tion flag value is “1”, and sets the acquisition flag value to be
“1” if the acquisition flag value is “0”. In this case, the play
item acquisition processing unit 422 refers to the execution
information stored in the execution information storing unit
430. The execution information storing unit 430 may be a
cache storing additional information 77 read from the hard
disk drive 34. The play item acquisition processing unit 422
may refer to the additional information 77 stored in the hard
disk drive 34. In this case, the hard disk drive 34 functions as
a storing unit that stores the additional information 77, which
is execution information.

Ifthe play item acquisition processing unit 422 recognizes
in reference to the execution information that the game pro-
gram is being executed under an environment different from
the predetermined environment, the play item acquisition
processing unit 422 sets an attribute flag value to be associ-
ated to an item ID to be zero. On the other hand, if the play
item acquisition processing unit 422 recognizes based on the
execution information that the game program is being
executed under the predetermined environment, the play item
acquisition processing unit 422 sets the attribute flag value to
be one. An example shown in FIG. 6 shows a state where the
respective attribute flag values of an item ID “1” and an item
1D “3” are set to zero since game software used at the time the
respective items are acquires is trial-version game software.
As described above, item acquisition information 70 stored in
the hard disk drive 34 is information that associates an item
1D, an acquisition flag value, and an attribute flag value with
one another.
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Upon the receipt of an item 1D from the item ID acquisition
unit 420, the play item acquisition processing unit 422 refers
to the execution information stored in the execution informa-
tion storing unit 430 and determines an attribution flag value
each time. Therefore, every time a requirement is met in a
game, the play item acquisition processing unit 422 refers to
the execution information stored in the execution information
storing unit 430, determines the attribution flag value of an
acquired item, and generates item acquisition information 70.

The game device 10 according to the present exemplary
embodiment has a mechanism that allows a “rights” file of
product-version game software to be purchased during game
play of the user using trial-version game software. The game
device 10 transmits to the provision server 17 a request for
acquiring a “rights” file that is entered through the game
controller 40. The request for acquiring includes identifica-
tion information identifying game software. Upon the receipt
of'the request for acquiring a “rights” file, the provision server
17 generates configuration data of a game purchase screen
image based on the identification information of the game
software and transmits the configuration data to the game
device 10. The game device 10 displays a purchase screen
image on the display device 12. When the user performs an
operation for selecting a purchase button provided in the
purchase screen image, a purchase request including the iden-
tification information of the game software is transmitted to
the provision server 17. In response to this, the provision
server 17 charges the user and transmits as a reply the “rights”
file of the product-version game software. Based on the iden-
tification information, the registration processing unit 402
generates a directory in the hard disk drive 34 and stores the
received “rights” file in the directory. As described previ-
ously, the additional information 77 of the “rights” file stored
in the hard disk drive 34 is read out by the execution infor-
mation storing unit 430.

As described, even when game software is trial-version
game software at the time of starting the play, the game
software can be changed to product-version game software
during the play in the information processing system 1.
Therefore, every time a play requirement is met, the play item
acquisition processing unit 422 refers to the execution infor-
mation in the execution information storing unit 430 and
checks whether a game program being executed is a product-
version game program, a trial-version game program, or a
rental-version game program. The play item acquisition pro-
cessing unit 422 refers to the execution information in the
execution information storing unit 430, sets an attribution flag
value, and generates item acquisition information 70. The
generated item acquisition information 70 is stored in the
hard disk drive 34.

If the execution information stored in the execution infor-
mation storing unit 430 indicates that the game program is
being executed under the predetermined environment, the
play item acquisition processing unit 422 changes informa-
tion that is included in the item acquisition information 70,
which has already been generated for the same game, and that
indicates that an item was acquired by the user during the
execution of the game program under an environment difter-
ent from the predetermined environment to information that
indicates that an item was acquired by the user during the
execution of the game program under the predetermined envi-
ronment. In other words, if the execution information stored
in the execution information storing unit 430 indicates that
the game program is a product-version game program or a
rental-version game program, the play item acquisition pro-
cessing unit 422 sets all attribution flag values for which
respective acquisition flag values are set to be “1” in a trophy
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acquisition table in the game to be “1”. In other words, the
play item acquisition processing unit 422 changes an attribute
flag value of “0” to an attribute flag value of “1” so as to
change a trophy acquired in the trial-version game program to
a trophy acquired in the product-version game program. As
described, if the user purchases a “rights” file of a product-
version game program, a trophy acquired in a trial-version
game program is treated as a trophy acquired in a product-
version game program. With this, benefits can be offered for
becoming a user of the product-version game program.

Items on which the play item acquisition processing unit
422 performs an acquisition process are trophies of three
types: bronze; silver; and gold. A platinum trophy is not
included. The item ID of a platinum trophy is “0”. The value
“1” or greater is assigned to the item 1D of the bronze, the
silver, or the gold. The game software 300 can give the user
three types of trophies: the bronze; the silver; and the gold, as
described. Onthe other hand, a platinum trophy is given to the
user by the system software 200.

Once the play item acquisition processing unit 422 per-
forms the process of acquiring an item, the special-item
acquisition requirement achievement determining unit 202
allows the item acquisition status examination unit 414 to
examine the acquisition status of items. The item acquisition
status examination unit 414 refers to the item setting infor-
mation 60 and the item acquisition information 70 so as to
examine the acquisition status of items and then notifies the
special-item acquisition requirement achievement determin-
ing unit 202 of the acquisition status. Based on a examination
result from the item acquisition status examination unit 414,
the special-item acquisition requirement achievement deter-
mining unit 202 determines whether or not an item acquisi-
tion requirement for acquiring a special item has been met. In
general, this item acquisition requirement is set to acquire a
plurality of items (trophies).

As described previously, information on the “platinum
link™ is set as an attribute for a trophy. The information on the
platinum link is set as a flag value. A flag value “1”” means that
the acquisition of the trophy is included in the requirement for
acquiring a platinum trophy. A flag value 0 means that the
acquisition of the trophy is not included in the requirement for
acquiring a platinum trophy. The item setting information 60
is updated when an item is added. In the default item setting
information 60, the respective flag values of the platinum
links for all the items may be set to 17, and the respective flag
values for additional items may be set to “0”.

The item acquisition status examination unit 414 refers to
the item setting information 60 and extracts an item ID for
which the flag value of the platinum link (the flag value is
hereinafter referred to as a platinum flag value) is set to “1”.
Then, the item acquisition status examination unit 414 refers
to the trophy acquisition table and examines whether the
respective acquisition flag values of all the extracted item IDs
are “1”.

Ifthere is an item whose platinum flag value is “1” that has
not been acquired, the item acquisition status examination
unit 414 notifies the special-item acquisition requirement
achievement determining unit 202 of the examination result.
Upon the receipt of the notification, the special-item acquisi-
tion requirement achievement determining unit 202 deter-
mines that the item acquisition requirement for acquiring a
special item, i.e., a platinum trophy, has not been met.

On the other hand, if all the items for which the platinum
link is set have been acquired, the item acquisition status
examination unit 414 refers to the trophy acquisition table and
examines whether the respective attribute flag values of all the
acquired items are “1”. If the respective attribute flag values



US 9,155,970 B2

17

of all the items for which the platinum link is set are “1”, the
item acquisition status examination unit 414 notifies the spe-
cial-item acquisition requirement achievement determining
unit 202 of the examination result, and the special-item acqui-
sition requirement achievement determining unit 202 deter-
mines that the item acquisition requirement has been met in
the product-version game software or the rental-version game
software. On the other hand, if there is even one acquired item
having an attribute flag value of “0” among all the acquired
items for which the platinum link is set, the item acquisition
status examination unit 414 notifies the special-item acquisi-
tion requirement achievement determining unit 202 of the
examination result, and the special-item acquisition require-
ment achievement determining unit 202 determines that the
item acquisition requirement has been met in the trial-version
game software.

The special-item acquisition requirement achievement
determining unit 202 may have an examination function per-
formed by the item acquisition status examination unit414. In
this case, the special-item acquisition requirement achieve-
ment determining unit 202 is provided with both the item
setting information 60 and the item acquisition information
70 from the item information providing unit 406 and exam-
ines the acquisition status of items.

If the requirement for acquiring a platinum trophy is met,
the special-item acquisition requirement achievement deter-
mining unit 202 notifies the item 1D acquisition unit 418 of
the item ID of the platinum trophy along with the attribute flag
value. The item ID value for this is “0”. The attribute flag
value is “1” if the item acquisition requirement is met in the
product-version game software or in the rental-version game
software, and the attribute flag value is “0” if the item acqui-
sition requirement is met in the trial-version game software.
The item ID acquisition unit 418 acquires the item ID as
notified and the attribute flag value, and passes the item 1D
and the attribute flag value to the special item acquisition
processing unit 412. The special item acquisition processing
unit 412 uses the item ID so as to generate item acquisition
information 70. More specifically, the special item acquisi-
tion processing unit 412 sets the acquisition flag value of an
item of an item ID 0 to be “1” in the trophy acquisition table
and sets the attribute flag value to be the conveyed value.

In this case, the special-item acquisition requirement
achievement determining unit 202 instructs the special item
1D notification unit 416 to notify the game software 300 of the
item ID 0. The special item ID notification unit 416 notifies
the game software 300 of the item ID 0 for a platinum trophy.
Upon the receipt of the notification, the application execution
unit 302 may display on the game screen a message indicating
that a platinum trophy is acquired.

Alternatively, this message may be displayed on the game
screen by the system software 200. If the requirement for
acquiring a platinum trophy is met, the message generation
unit 204 receives an instruction from the special-item acqui-
sition requirement achievement determining unit 202 and
generates a message relating to the acquisition of a platinum
trophy. The message generation unit 204 may generate a
message in accordance with the attribute flag value. For
example, if the attribute flag value is “0”, i.e., if a platinum
trophy is acquired in a trial-version game, a message, “Con-
gratulations on Acquiring Platinum Trophy (This is a trial-
version game, and this acquisition is thus not counted for
points in the achievement-level management server.)” is gen-
erated. The message displaying unit 240 displays the gener-
ated message such that the message is superimposed on a
predetermined area of a screen image of the game being
played. With this, even when the game software 300 does not
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display a message regarding the acquisition of the platinum
trophy, the system software 200 displays the message over the
game screen so that the user can have an opportunity to view
the message.

As described above, in the game device 10, the game soft-
ware 300 grants the user a bronze, silver, or gold trophy as a
result of accomplishing a mission of the game, and the system
software 200 grants the user a platinum trophy as a result of
the acquisition of bronze, silver, and/or gold trophies by the
user. This adds a sense of “premium” feeling to a platinum
trophy. By allowing the system software 200 to perform the
process of acquiring a platinum trophy, a burden for process-
ing that is imposed on the game software 300 can be light-
ened, and a burden for developing games that is imposed on
the game developers can also be lightened.

In the information processing system 1 according to the
present exemplary embodiment, if the user officially pur-
chases a “rights file” of product-version game software after
the user executes the game using trial-version game software
and acquires a trophy, the attribute flag value is updated to one
in the trophy acquisition table. Therefore, in many cases, the
respective attribute flag values of acquired trophies usually
have the same value of either “0” or “1”, and an attribute flag
value of “0” and an attribute flag value of ““1” are hardly mixed
in a trophy acquisition table.

For example, if the user borrows a recording medium 50 of
game software from his/her friend and inserts the recording
medium 50 into the media drive 32 so as to play the game, the
attribute flag of an acquired trophy is set to be 1. However,
there can be a case where the user then returns the recording
medium 50 to the friend and downloads trial-version game
software from the provision server 17 so as to play the game.
In this case, the attribute flag of a trophy acquired in the
trial-version game software is set to “0”. In such a case, an
attribute flag value of “0” and an attribute flag value of “1” can
be mixed in one trophy acquisition table of the game.

In a case where the user plays the game at a plurality of
sites, e.g., in a case where the user plays the trial-version
game software in a first game device 10a and plays the prod-
uct-version game software in a second game device 106, an
attribute flag value of “0” and an attribute flag value of “1” can
be also mixed in one trophy acquisition table of the game in
the first game device 10a executing the trial-version game
software. In the following, an explanation is given of a pro-
cess of synchronizing item acquisition information 70 among
the two game devices 10a and 105 and the achievement-level
management server 18.

FIG. 7 illustrates trophy acquisition tables in the two game
devices 10a and 105 and the achievement-level management
server 18. A trophy acquisition table is stored each in a hard
disk drive 34a of the game device 10a and a hard disk drive
34b of the game device 104. It is assumed that item acquisi-
tion information is generated by executing a trial-version
game program in the game device 10a and by executing a
product-version game program in the game device 105. In an
example shown in FI1G. 7, the achievement-level management
server 18 is not connected to the game device 10qa or to the
game device 105, and the item acquisition information is not
synchronized in the memory device 80 of the achievement-
level management server 18.

FIG. 8illustrates a situation where the game device 10a and
the achievement-level management server 18 are connected
and where a process of synchronizing item acquisition infor-
mation is performed between the game device 10a and the
achievement-level management server 18. In the game device
104, the registration processing unit 402 checks the item
acquisition information in the achievement-level manage-
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ment server 18 via the communication unit 404. If the item
acquisition information of a trophy that is not retained in the
hard disk drive 34a exists in the achievement-level manage-
ment server 18, the registration processing unit 402 acquires
the item acquisition information. In this case, the registration
processing unit 402 does not acquire the item acquisition
information since the item acquisition information does not
exist in the achievement-level management server 18. If there
is item acquisition information of a trophy that is retained in
the hard disk drive 344 but that is not retained in the achieve-
ment-level management server 18, the registration processing
unit 402 transmits the item acquisition information from the
communication unit 404. The registration processing unit 402
determines whether or not to transmit the item acquisition
information based on an attribute flag value at this time. More
specifically, in reference to an attribute flag value, the regis-
tration processing unit 402 determines to transmit item acqui-
sition information with an attribute flag value of “1” but not to
transmit item acquisition information with an attribute flag
value of “0”. Since only item acquisition information with an
attribute flag value of “0” exists in the hard disk drive 34a,
item acquisition information is not transmitted from the com-
munication unit 404.

FIG. 9 illustrates a situation where the game device 105 and
the achievement-level management server 18 are connected
after the connection between the game device 10a and the
achievement-level management server 18 in the situation
shown in FIG. 8 is disconnected so that the process of syn-
chronizing item acquisition information is performed
between the game device 105 and the achievement-level man-
agement server 18. In the game device 105, the registration
processing unit 402 checks the item acquisition information
in the achievement-level management server 18 via the com-
munication unit 404. If the item acquisition information of a
trophy that is not retained in the hard disk drive 345 exists in
the achievement-level management server 18, the registration
processing unit 402 acquires the item acquisition informa-
tion. In this case, the registration processing unit 402 does not
acquire the item acquisition information since the item acqui-
sition information does not exist in the achievement-level
management server 18. If there is item acquisition informa-
tion of a trophy that is retained in the hard disk drive 345 but
that is not retained in the achievement-level management
server 18, the registration processing unit 402 transmits the
item acquisition information from the communication unit
404. At this time, in reference to an attribute flag value, the
registration processing unit 402 does not transmit item acqui-
sition information with an attribute flag value of “0” from the
communication unit 404 but transmits item acquisition infor-
mation with an attribute flag value of “1” from the commu-
nication unit 404. The registration processing unit 402 reads
respective sets of item acquisition information of item IDs 1,
2, and 4 from the hard disk drive 345 and transmits the item
acquisition information to the achievement-level manage-
ment server 18 from the communication unit 404. In this
manner, the achievement-level management server 18
records the respective sets of item acquisition information of
the item IDs 1, 2, and 4 in the memory device 80.

FIG. 10 illustrates a situation where the game device 10a
and the achievement-level management server 18 are con-
nected after the connection between the game device 105 and
the achievement-level management server 18 in the situation
shown in FIG. 9 is disconnected so that the process of syn-
chronizing item acquisition information is performed
between the game device 10a and the achievement-level man-
agement server 18. In the game device 10aq, the registration
processing unit 402 checks the item acquisition information
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in the achievement-level management server 18 via the com-
munication unit 404. If the item acquisition information of a
trophy that is not retained in the hard disk drive 34q exists in
the achievement-level management server 18, the registration
processing unit 402 acquires the item acquisition informa-
tion. In this case, the registration processing unit 402 recog-
nizes that item acquisition information with an attribute flag
value of “0” is for an item that is not retained and makes an
inquiry to the achievement-level management server 18 for
the item acquisition information that is not retained in the
hard disk drive 34a. In this case, since the respective sets of
item acquisition information of the item IDs 1, 2, and 4 exist
in the achievement-level management server 18, the registra-
tion processing unit 402 transmits a transmission request to
the achievement-level management server 18 via the commu-
nication unit 404. The achievement-level management server
18 transmits the requested item acquisition information to the
game device 10qa, and the registration processing unit 402
acquires this item acquisition information. The acquired item
acquisition information is written in a trophy acquisition table
in the hard disk drive 34a.

As described above, the item acquisition information is
synchronized among the plurality of game devices 10a and
105 and the achievement-level management server 18. As
shown in FIG. 10, in the game device 10q in which a trial-
version game program is executed, an attribute flag value of
“0” and an attribute flag value of ““1” are sometimes mixed in
item acquisition information for which an acquisition flag
value is set to be “1”. An explanation is given of a process for
displaying a trophy in accordance with an attribute flag value.

<Process for Displaying Trophies>

Upon receiving a request for displaying a trophy from the
user, the item information providing unit 406 reads item
information, which includes item setting information 60 and
item acquisition information 70, from the hard disk drive 34
and provides the item information to the item information
acquisition unit 210. The item setting information acquisition
unit 212 acquires the item setting information 60, and the item
acquisition information acquisition unit 214 acquires the item
acquisition information 70.

The achievement-level deriving unit 220 calculates points
using the item acquisition information 70 and the item setting
information 60 and then derives the achievement level for the
game based on the calculated points. Four types of trophies
are prepared: a bronze trophy; a silver trophy; a gold trophy;
and a platinum trophy. Points are set as follows for the types
of trophies:

Bronze: 10 points

Silver: 30 points

Gold: 100 points

Platinum: 200 points

In the default item setting information 60, for example, the
types and the numbers of trophies are allocated such that the
total of the points for all the trophies become around 1000
points. This is to ensure that there will be no unfairness
between games when deriving the level of a user, which is
described later. A point setting table that describes the above
relationship is stored in the hard disk drive 34, and the
achievement-level deriving unit 220 acquires the point setting
table via the item information providing unit 406.

The achievement-level deriving unit 220 extracts the num-
ber of trophies for each type that are included in the item
setting information 60 and calculates the total points. For
example, if there are twenty bronze trophies, ten silver tro-
phies, three gold trophies, and one platinum trophy, the total
points are 1000 (=20*10+10*30+3%100+1%*200).
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The achievement-level deriving unit 220 then extracts the
number of acquired trophies for each type that are included in
the item acquisition information 70 and calculates acquired
points. The achievement-level deriving unit 220 separates the
acquired trophies included in the item acquisition informa-
tion 70 into trophies with an attribute flag value set to be “1”
and trophies with an attribute flag value set to be “0” and
calculates acquired points. For example, if there are sixteen
bronze trophies, eight silver trophies, one gold trophy, and
zero platinum trophy in the acquired trophies with an attribute
flag value set to be “1”, the acquired points are 500 (=16*10+
8*30+1*100) points. If there is one gold trophy as an acquired
trophy with an attribute flag value set to be “0”, the acquired
points are 100 (=1*100) points.

The achievement-level deriving unit 220 calculates the
achievement level of the game as follows:

(the acquired points in the product-version game pro-
gram/the total points)*100

In this case, the achievement level is derived to be 50
percent (=100%*500/1000). The achievement-level deriving
unit 220 calculates the achievement level of the game in
which acquired points in the trial-version game program are
also taken into consideration. In this case, the achievement
level is derived to be 60 percent (=50 percent+10 percent).

By deriving the achievement level of the game as follows:
(the acquired points/the total points)*100, the achievement-
level deriving unit 220 can derive the achievement level in
which the difficulty of a mission is taken into consideration.
For example, since the total points are not taken into consid-
eration in the representation of the achievement level of the
game by the acquired points, the achievement level cannot be
properly represented by the acquired points. Since the diffi-
culty is not taken into consideration in the representation of
the achievement level of the game by the number of acquired
trophies, the representation cannot be said to accurately rep-
resent the achievement level. As described, the achievement-
level deriving unit 220 can derive the achievement level that is
objective. The derived achievement level is transmitted to the
achievement-level information displaying unit 234. The
achievement-level information displaying unit 234 displays
the derived achievement level on the display device 12.

If item setting information 60 and item acquisition infor-
mation 70 for a plurality of games are stored in the hard disk
drive 34, the achievement-level deriving unit 220 derives
respective achievement levels for the plurality of games. The
achievement-level information displaying unit 234 can dis-
play the respective achievement levels of the plurality of
games on the display device 12.

FIG. 11 illustrates an example of a screen image that shows
a game achievement level. In an achievement-level display
screen image 260, the achievement level of a game is repre-
sented by an achievement-level indicator 250 and an achieve-
ment-level value 252. The achievement-level display screen
image 260 is generated by the display processing unit 230.

The icon image displaying unit 232 arranges icon images
258a through 258¢ in the achievement-level display screen
image 260. The icon images 258a and 2585 are images pre-
pared by the system software 200, and the icon images 258c¢,
258d, and 258¢ are images extracted from the item setting
information 60. An icon image 258 of a game played by the
user in the past for which a trophy has been acquired is
displayed in an area located below the level of the icon image
258b, i.e., in an area where the icon images 258¢, 2584, and
258e¢ are displayed. On the right sides of the icon images
258¢, 258d, and 258e, respective game titles are displayed,
and respective achievement-level indicators 250 are dis-
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played under the game titles, respectively. On the further right
sides of the achievement-level indicators 250, achievement-
level values 252 are displayed, respectively. In the achieve-
ment-level display screen image 260, a game achievement
level is displayed for each of the plurality of games by an
achievement-level indicator 250 and an achievement-level
value 252. Among all, the achievement level of “DEF base-
ball” is 100 percent, and a platinum trophy image 254 that
indicates the acquisition of a platinum trophy is shown.

In this example, the achievement-level value 252 of

“ABC racer” is displayed to be 50 percent, and there is a
display stating “60 percent if trial-version points are added”
onthe side of the achievement-level value 252. In the achieve-
ment-level indicator 250, a half of the indicator, which rep-
resents 50 percent, is colored, and a dashed line is drawn at a
position representing 60 percent. This indicates that an
achievement level representing 50 percent has been acquired
in product-version game software and that an achievement
level representing 10 percent has been acquired in trial-ver-
sion game software. By viewing this achievement level, the
user can learn that the achievement level will immediately
increase to 60 percent if the user purchases the “rights™ file of
the product-version “ABC racer” game software. By using
such display, an incentive to purchase the product-version
“rights” file can be increased.

FIG. 12 illustrates an example of a screen image that shows
an acquired trophy. In the acquired-trophy display screen
image 266, acquired trophies are represented by trophy
images 268a through 2684 and by trophy images 262a
through 262d. The acquired-trophy display screen image 266
is generated by the display processing unit 230 when an
instruction for displaying a detailed screen image is provided
by the user to the icon image 258¢ shown in FIG. 11.

In the acquired-trophy displaying screen 266, the icon
image displaying unit 232 arranges the icon image 258¢, and
the acquired item displaying unit 238 arranges the trophy
images 268a through 2684 and the trophy images 262a
through 262d. The trophy images 268a through 2684 are icon
images extracted from the item setting information 60, and
the trophy images 262a through 2624 are images prepared by
the system software 200. For example, the trophy images
262a through 262d are colored with any one of colors:
bronze; silver; and gold. The acquired item displaying unit
238 extracts the item ID of a trophy acquired by the user from
the item acquisition information 70, which is shown by the
icon image 258¢, of the game. The acquired item displaying
unit 238 then acquires a trophy image 268 and explanation
information 264 that are associated with the item ID in the
item setting information 60 and arranges the trophy image
268 and the explanation information 264 on the right side of
a corresponding trophy image 262 in the acquired-trophy
displaying screen 266. This allows the user to learn which
trophy the user has acquired so far, the type of the trophy, and
the content of a mission that has been accomplished based on
the information displayed in the acquired-trophy display
screen image 266.

As described, the acquired item displaying unit 238 dis-
plays an acquired trophy image in the acquired-trophy dis-
play screen image 266 by using the item acquisition informa-
tion 70. Marks 269a and 2695 that indicate that respective
trophies have been acquired in trial-version game software
are added to the trophy image 268¢ and the trophy image
262c, respectively. This addition process is performed if an
attribute flag value associated with an acquired trophy is “0”.
This allows for display in a mode different from display in a
standard mode of trophy images 268 and 262 that have been
acquired in product-version game software. The display
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mode needs to be different from that of a trophy image
acquired in product-version game software. For example, a
different color may be employed for display, and/or a color
may be shaded off for display. Further, a completely different
trophy image may be used. As described, a trophy image
acquired in trial-version game software is displayed in a
display mode different from that of a trophy image acquired
in product-version game software. When the user views the
acquired-trophy display screen image 266, the user develops
a desire to complete acquired trophy images. Therefore, there
is an advantage of increasing a motivation for purchasing a
product-version “rights” file.

FIG. 13 illustrates an example of a screen image that com-
pares the achievement level of the user with the achievement
level of another user. In an achievement-level comparing
screen image 270, for a game for which an icon has been
acquired by at least either the user or another user, the
achievement-level deriving unit 220 derives an achievement
level from item acquisition information 70 acquired by
executing product-version game software, and the display
processing unit 230 generates the achievement-level compar-
ing screen image 270. In the achievement-level display screen
image 260 shown in FIG. 11, a total achievement level is
temporarily presented to the user by also using a trophy
acquired by executing trial-version game software. In the
achievement-level comparing screen image 270, only a tro-
phy acquired in a product-version game is to be compared for
an achievement level in order to ensure fairness to users who
have purchased a product-version game.

The registration processing unit 402 acquires item acqui-
sition information 70 of another specific user from the
achievement-level management server 18 via the communi-
cation unit 404 and stores the item acquisition information 70
in the hard disk drive 34. The other specific user is a user for
whom a network account ID is recorded in the game device
10. This allows the registration processing unit 402 to notify
the achievement-level management server 18 of the account
1D of the other user and to acquire the item acquisition infor-
mation 70. If the item acquisition information 70 of the other
user includes information on a game the game device 10 does
not have at this time, the registration processing unit 402 also
acquires the item setting information 60 on the game from the
achievement-level management server 18. The item acquisi-
tion information 70 of the other user does not include any
acquisition information on a trophy acquired in a trial-version
game.

The item information acquisition unit 210 acquires the
item setting information 60 and the item acquisition informa-
tion 70 that have been acquired from the achievement-level
management server 18 and provides the item setting informa-
tion 60 and the item acquisition information 70 to the achieve-
ment-level deriving unit 220. The achievement-level deriving
unit 220 derives respective achievement levels of a game for
the user and another user. For a game that has never been
played, the achievement level is set to “0”. The achievement-
level information displaying unit 234 displays the respective
achievement levels of the user and the other user side-by-side
in the achievement-level comparing screen image 270. In the
achievement-level comparing screen image 270, respective
achievement-level indicators 2054 and 2505 for the user and
the other user are displayed for an icon image 258¢ arranged
in a focus area. Further, game titles are displayed for respec-
tive icon images 258, and respective achievement-level val-
ues 252 for the user and for the other user are displayed.

In the achievement-level comparing screen image 270
shown in FIG. 13, the achievement level is displayed as 0
percent since the user has never played “JKL soccer” or has
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not acquired any items. As described, even for a game for
which the user has not acquired any items, the user can learn
how much the other user has played the game by displaying
the achievement-level value 252 of the other user.

FIG. 14 illustrates an example of a screen image that shows
the level of a user. A level displaying screen image 272 shows
the level of the user and the number of trophies that have been
acquired by the user so far are displayed in order to check the
user’s own level among all the users registered in the infor-
mation processing system 1. An indicator shown in FIG. 14
represents the percentage of acquired points at the current
level, where the number of points required to reach the next
level represent 100 percent.

The level deriving unit 222 calculates points by using item
acquisition information 70 and the item setting information
60 for all the games stored in the hard disk drive 34. The level
deriving unit 222 derives the level of the user based on the
calculated points. The level deriving unit 222 does not use
trophies acquired in trial-version game software to calculate
the points. The level deriving unit 222 uses only trophies
acquired in product-version game software to calculate the
points. This distinction is made based on an attribute flag
value in a trophy acquisition table. A process of calculating
points for one game is as explained in association with the
achievement-level deriving unit 220. By performing this cal-
culating process for all the games and by tallying up respec-
tive points, the number of points acquired for all the games
can be derived.

The level of the user increases sequentially starting from
“level 1” as the number of acquired points increases. For
example, in the case where 100 points are set to be a unit for
one level, if the number of acquired points is 620, the level
deriving unit 222 derives that the level is six and that the
achievement level at level 6 is 20 percent. The level deriving
unit 222 transmits a result of the derivation to the level infor-
mation displaying unit 236. The level information displaying
unit 236 then displays “6” as the value of the level and dis-
plays the achievement level of “20 percent” using an indicator
in the level displaying screen image 272.

In this process, the level of the user shown in the level
displaying screen image 272 shown in FIG. 14 is derived by
the level deriving unit 222 in the system software 200. The
function of the level deriving unit 222 may be realized by the
controller 500 of the achievement-level management server
18. The achievement-level management server 18 retains the
latest item acquisition information 70 by performing syn-
chronization with a game device 10. Thus, the controller 500
can derive the level of each user and the number of trophies
acquired by each user so far. Therefore, the controller 500
calculates points by using the item acquisition information 70
for a game for each user stored in the memory device 80 and
by using the item setting information 60 for a game for which
each user has acquired a trophy and derives the latest level of
each user. By having a level deriving function, the achieve-
ment-level management server 18 can perform a statistical
process such as, e.g., generating distribution of users in each
level. Thus, there is an advantage that each user can easily
learn his/her relative level.

As shown in FIG. 3, item acquisition information 70a is
transmitted to the achievement-level management server 18,
and item acquisition information 704 is transmitted to the
game device 10 so that item acquisition information 70a and
item acquisition information 705 are synchronized between
the game device 10 and the achievement-level management
server 18. As described previously, the level of a user serves as
an indicator for evaluating the total game technique of the
user. Therefore, only trophies acquired when product-version
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game software is executed are used for evaluation also in the
achievement-level management server 18. Therefore, when
the game device 10 transmits the item acquisition information
70a to the achievement-level management server 18, the
game device 10 excludes acquisition information with an
attribute flag value of “0” and transmits only acquisition
information with an attribute flag value of “1”. With this, a
situation can be prevented where trophies acquired in trial-
version game software are used for the calculation of the level
of a user in the achievement-level management server 18.

The game device 10 may transmit a trophy acquisition
table including an attribute flag value to the achievement-
level management server 18, and the achievement-level man-
agement server 18 may excludes trophies with an attribute
flag value of “0” so as to derive the level of the user.

FIG. 15 illustrates a flowchart of a process of acquiring an
item. A flowchart shown in FIG. 15 displays the processing
procedure of components by a combination ofaletter “S” (the
initial of the word “Step”), which represents a step, and a
number. When some sort of a determination process is per-
formed by a process displayed by the combination of a letter
“S” and a number, the processing sequence is displayed while
adding a letter “Y” (the initial of the word “Yes”) when the
determination result is positive (e.g., Y in S10) and is dis-
played while adding a letter “N” (the initial of the word “No”)
when the determination resultis negative (e.g., Nin S10). The
meaning of the display in the flowchart is the same as that in
a flowchart shown in another figure.

Upon the receipt of operation input entered into the game
controller 40 by the user, the application execution unit 302
executes the game program in the game software 300 (S10).
The requirement achievement detection unit 304 detects,
based on the status of the progress of the game, whether a play
requirement of the game set in advance in the game has been
met (S12). If the requirement achievement detection unit 304
detects that a mission has been achieved (Y in S12), the
requirement achievement detection unit 304 acquires an item
1D that is hard-coded for the requirement. The satisfaction of
the play requirement may be detected upon the acquisition of
the item ID. The item ID notification unit 306 notifies the item
management utility 400 of the acquired item ID (S14). The
notification of the item ID is not made if the play requirement
for the game is not met (N in S12).

In the item management utility 400, the item ID acquisition
unit 420 acquires the item ID as notified and passes the item
1D to the play item acquisition processing unit 422. The play
item acquisition processing unit 422 generates the item acqui-
sition information 70 by using the item ID and execution
information stored in the execution information storing unit
430 and executes a process of acquiring an item (S16). The
item acquisition status examination unit 414 refers to the item
setting information 60 and the item acquisition information
70 so as to examine the acquisition status of items and then
notifies the special-item acquisition requirement achieve-
ment determining unit 202 in the system software 200 of the
acquisition status (S18).

Based on an examination result from the item acquisition
status examination unit 414, the special-item acquisition
requirement achievement determining unit 202 determines
whether or not an item acquisition requirement for acquiring
a special item has been met (S20). More specifically, if there
is an item whose platinum flag value is “1” that has not been
acquired, the special-item acquisition requirement achieve-
ment determining unit 202 determines that the item acquisi-
tion requirement is not met (N in S20). On the other hand, if
all the items whose platinum flag values are “1” have been
acquired, the special-item acquisition requirement achieve-
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ment determining unit 202 determines that the item acquisi-
tion requirement has been met (Y in S20). In this case, the
special-item acquisition requirement achievement determin-
ing unit 202 refers to the respective attribute flag values of
acquired items. If there is even one attribute flag value of “0”,
the special-item acquisition requirement achievement deter-
mining unit 202 sets the attribute flag value of a special item
to be “0”. If the respective attribute flag values of all the items
are “1”, the attribute flag value of the special item to be “1”.
The special-item acquisition requirement achievement deter-
mining unit 202 notifies the item management utility 400 of
the item ID and the attribute flag value of the special item
(S22), and the special item acquisition processing unit 412
generates the item acquisition information 70 by using the
item ID and the attribute flag value (S24). This process of
acquiring an item is performed until the game ends (N in S26).
When the game ends (Y in S26), the process of acquiring an
item ends.

FIG. 16 illustrates a flowchart for generating an acquired-
trophy display screen image. If the acquired item displaying
unit 238 acquires a trophy image that represents an acquired
trophy (S30), the acquired item displaying unit 238 refers to
the attribute flag value of the trophy (S32). If the attribute flag
value is “1” (Y in S32), the acquired item displaying unit 238
arranges the trophy image at a predetermined position in the
screen. On the other hand, if the attribute flag value is “0” (N
in S32), the acquired item displaying unit 238 adds a mark to
the trophy image (S34) and arranges the trophy image at a
predetermined position in the screen along with the mark
(S36). The acquired item displaying unit 238 performs the
processes in S30-S36 on all trophies to be displayed.

Described above is an explanation based on the exemplary
embodiments of the present invention. These exemplary
embodiments are intended to be illustrative only, and it will be
obvious to those skilled in the art that various modifications to
constituting elements and processes could be developed and
that such modifications are also within the scope of the
present invention.

As described in the exemplary embodiment, the execution
information storing unit 430 stores execution information
specifying whether an application program being executed is
a product-version application program, a trial-version appli-
cation program, or a rental-version application program. In a
case where the application program is being executed using
save data, the execution information storing unit 430 may
store information specifying whether the save data belongs to
the user himself/herself or the save data belongs to another
user. In this case, the play item acquisition processing unit
422 generates, as attribute information, a trophy acquisition
table including a second attribute flag value that specifies
whether or not the save data belongs to the user. If the save
data belongs to the user, the second attribute flag value is set
to be “17. If the save data does not belong to the user, the
second attribute flag value is set to be “0”. A process of
synchronizing the item acquisition information may be per-
formed when the attribute flag value explained in the exem-
plary embodiment and the second attribute flag value are both
“17. Similarly, the item image may be displayed in a standard
mode when the attribute flag value explained in the exemplary
embodiment and the second attribute flag value are both “1”.

Inthe exemplary embodiment, if game software is changed
from trial-version game software to product-version game
software during game play, the play item acquisition process-
ing unit 422 refers to execution information stored in the
execution information storing unit 430 and changes an
attribute flag value of “0” to an attribute flag value of “1” in a
trophy acquisition table so as to change trophies acquired in
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the trial-version game software to trophies acquired in the
product-version game software. For example, if the user pur-
chases a product-version memory medium 50 and inserts the
memory medium 50 into the media drive 32, the execution
information storing unit 430 may acquire from the memory
medium 50 execution information specifying that the game
software is product-version game software and store the
execution information, and the play item acquisition process-
ing unit 422 may refer to the execution information before
game play and change an attribute flag value of “0” in a trophy
acquisition table to an attribute flag value of “1”. In this case,
the execution information stored in the execution information
storing unit 430 shows that a game program can be executed
under a predetermined environment, and the play item acqui-
sition processing unit 422 can change an attribute flag value
ot “0” in a trophy acquisition table to an attribute flag value of
“1” based on such execution information.

What is claimed is:

1. An information processing apparatus comprising:

a display unit configured to present a user with visual
output;

a controller unit configured to convert manual inputs from
the user into electronic signals for receipt by the infor-
mation processing apparatus;

an execution unit configured to execute an application pro-
gram based on the user’s manual inputs to the controller
unit, wherein: (i) the application program is stored in a
non-transitory, computer readable storage medium, (ii)
the execution of the application program causes the dis-
play unit to produce images that present the user with
opportunities to reach respective ones of a plurality of
predetermined achievements based on a skill level of the
user in providing the manual inputs to the controller unit
during execution of the application program, and (iii) the
application program is characterized by one or more
attributes indicating that the application program is one
of a plurality of different versions of the application
program;

amemory unit configured to store: (i) acquisition informa-
tion indicating which of the plurality of predetermined
achievements that the user has obtained during execu-
tion of the application program, and (ii) attribute infor-
mation, for each of the plurality of predetermined
achievements that the user has obtained, indicating
which of the different versions of the application pro-
gram was executed when the respective ones of the
plurality of predetermined achievements were obtained;

a screen generation unit configured to cause the display to
present the user with an achievement screen having indi-
cia of the acquisition information and the attribute infor-
mation, wherein:

the indicia of the acquisition information includes at least
one achievement icon image for each of the respective
plurality of predetermined achievements that the user
has obtained during execution of the application pro-
gram, and

the at least one achievement icon image is displayed in
accordance with different display modes as a function of
the attribute information.

2. The information processing apparatus according to

claim 1, wherein:

the one or more attributes indicate that the application
program includes at least a first version of the applica-
tion program and a second version of the application
program;

the acquisition information and attribute information
includes: (i) an indication that the user has obtained a
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first of the plurality of predetermined achievements dur-
ing execution of the first version of the application pro-
gram, and (ii) an indication that the user has obtained a
second of the plurality of predetermined achievements
during execution of the second version of the application
program; and

the screen generation unit causes the display unit to present

the user with the achievement screen having a first
achievement icon image representing the first of the
plurality of predetermined achievements and a second
achievement icon image representing the second of the
plurality of predetermined achievements, wherein based
on the attribute information, the first achievement icon is
displayed in a mode different from a mode in which the
second achievement icon is displayed.

3. The information processing apparatus according to
claim 1, wherein the one or more attributes indicate that the
application program includes at least a trial-version of the
application program and a product-version of the application
program.

4. The information processing apparatus according to
claim 3, wherein the one or more attributes indicate that the
application program further includes at least a rental-version
of the application program.

5. The information processing apparatus according to
claim 1, wherein the different display modes include one or
more of different colors, different shading, different high-
lighting, and different shapes, for presenting the achievement
icon images.

6. The information processing apparatus according to
claim 1, wherein the screen generation unit is configured to
cause the display to present the user with the achievement
screen comparing the indicia of the acquisition information
for the user with other acquisition information for at least one
other user executing the application program.

7. The information processing apparatus according to
claim 6, wherein:

the indicia of the acquisition information includes at least

one of a numerical indication and a visual indication of
a ratio of the plurality of predetermined achievements
that the user has obtained to a maximum number of
predetermined achievements available for the applica-
tion program; and

the indicia of the other acquisition information includes at

least one of a numerical indication and a visual indica-
tion of a ratio of the plurality of predetermined achieve-
ments that the other user has obtained to the maximum
number of predetermined achievements available for the
application program.

8. The information processing apparatus according to
claim 7, wherein the numerical indication includes a percent-
age and the visual indication includes a bar graph.

9. A non-transitory computer-readable recording medium
containing a computer program for execution by a computing
system having a display unit and a controller unit, wherein the
computer program, when executed by the computing system,
causes the computing system to embody elements, compris-
ing:

the display unit configured to present a user with visual

output;

the controller unit configured to convert manual inputs

from the user into electronic signals for receipt by com-
puting system;

an execution unit configured to execute an application pro-

gram based on the user’s manual inputs to the controller
unit, wherein: (i) the execution of the application pro-
gram causes the display unit to produce images that
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present the user with opportunities to reach respective
ones of a plurality of predetermined achievements based
on a skill level of the user in providing the manual inputs
to the controller unit during execution of the application
program, and (ii) the application program is character-
ized by one or more attributes indicating that the appli-
cation program is one of a plurality of different versions
of the application program;

amemory unit configured to store: (i) acquisition informa-

tion indicating which of the plurality of predetermined
achievements that the user has obtained during execu-
tion of the application program, and (ii) attribute infor-
mation, for each of the plurality of predetermined
achievements that the user has obtained, indicating
which of the different versions of the application pro-
gram was executed when the respective ones of the
plurality of predetermined achievements were obtained;
a screen generation unit configured to cause the display to
present the user with an achievement screen having indi-
cia of the acquisition information and the attribute infor-
mation, wherein:

the indicia of the acquisition information includes at least

one achievement icon image for each of the respective
plurality of predetermined achievements that the user
has obtained during execution of the application pro-
gram, and

the at least one achievement icon image is displayed in

accordance with different display modes as a function of
the attribute information.

10. The non-transitory computer-readable recording
medium according to claim 9, wherein:

the one or more attributes indicate that the application

program includes at least a first version of the applica-
tion program and a second version of the application
program;

the acquisition information and attribute information

includes: (i) an indication that the user has obtained a
first of the plurality of predetermined achievements dur-
ing execution of the first version of the application pro-
gram, and (ii) an indication that the user has obtained a
second of the plurality of predetermined achievements
during execution of the second version of the application
program; and

the screen generation unit causes the display unit to present

the user with the achievement screen having a first
achievement icon image representing the first of the
plurality of predetermined achievements and a second
achievement icon image representing the second of the
plurality of predetermined achievements, wherein based
on the attribute information, the first achievement iconis
displayed in a mode different from a mode in which the
second achievement icon is displayed.

11. The non-transitory computer-readable recording
medium according to claim 9, wherein the one or more
attributes indicate that the application program includes at
least a trial-version of the application program and a product-
version of the application program.

12. The non-transitory computer-readable recording
medium according to claim 11, wherein the one or more
attributes indicate that the application program further
includes at least a rental-version of the application program.

13. The non-transitory computer-readable recording
medium according to claim 9, wherein the different display
modes include one or more of different colors, different shad-
ing, different highlighting, and different shapes, for present-
ing the achievement icon images.
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14. The non-transitory computer-readable recording
medium according to claim 9, wherein the screen generation
unit is configured to cause the display to present the user with
the achievement screen comparing the indicia of the acquisi-
tion information for the user with other acquisition informa-
tion for at least one other user executing the application
program.

15. The non-transitory computer-readable recording
medium according to claim 14, wherein:

the indicia of the acquisition information includes at least
one of a numerical indication and a visual indication of
a ratio of the plurality of predetermined achievements
that the user has obtained to a maximum number of
predetermined achievements available for the applica-
tion program; and

the indicia of the other acquisition information includes at
least one of a numerical indication and a visual indica-
tion of a ratio of the plurality of predetermined achieve-
ments that the other user has obtained to the maximum
number of predetermined achievements available for the
application program.

16. The non-transitory computer-readable recording
medium according to claim 15, wherein the numerical indi-
cation includes a percentage and the visual indication
includes a bar graph.

17. Anon-transitory computer-readable recording medium
containing a computer program for execution by a computing
system, the computer program comprising:

a module configured to cause a display unit to present a

user with visual output;

a module configured to facilitate receipt of electronic sig-
nals from a controller unit representing manual inputs
from the user into the controller unit;

a module configured to facilitate execution of an applica-
tion program based on the user’s manual inputs to the
controller unit, wherein: (i) the execution of the appli-
cation program causes the display unit to produce
images that present the user with opportunities to reach
respective ones of a plurality of predetermined achieve-
ments based on a skill level of the user in providing the
manual inputs to the controller unit during execution of
the application program, and (ii) the application pro-
gram is characterized by one or more attributes indicat-
ing that the application program is one of a plurality of
different versions of the application program;

a module configured to store: (i) acquisition information
indicating which of the plurality of predetermined
achievements that the user has obtained during execu-
tion of the application program, and (ii) attribute infor-
mation, for each of the plurality of predetermined
achievements that the user has obtained, indicating
which of the different versions of the application pro-
gram was executed when the respective ones of the
plurality of predetermined achievements were obtained;

amodule configured to cause the display to present the user
with an achievement screen having indicia of the acqui-
sition information and the attribute information,
wherein:

the indicia of the acquisition information includes at least
one achievement icon image for each of the respective
plurality of predetermined achievements that the user
has obtained during execution of the application pro-
gram, and

the at least one achievement icon image is displayed in
accordance with different display modes as a function of
the attribute information.



US 9,155,970 B2

31

18. The non-transitory computer-readable recording
medium according to claim 17, wherein:

the one or more attributes indicate that the application

program includes at least a first version of the applica-

tion program and a second version of the application 3

program;

the acquisition information and attribute information
includes: (i) an indication that the user has obtained a
first of the plurality of predetermined achievements dur-
ing execution of the first version of the application pro-
gram, and (ii) an indication that the user has obtained a
second of the plurality of predetermined achievements
during execution of the second version of the application
program; and

the screen generation unit causes the display unit to present
the user with the achievement screen having a first
achievement icon image representing the first of the
plurality of predetermined achievements and a second
achievement icon image representing the second of the
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plurality of predetermined achievements, wherein based
on the attribute information, the first achievement icon is
displayed in a mode different from a mode in which the
second achievement icon is displayed.

19. The non-transitory computer-readable recording

medium according to claim 17, wherein at least one of:

the one or more attributes indicate that the application
program includes at least a trial-version of the applica-
tion program and a product-version of the application
program; and

the one or more attributes indicate that the application
program further includes at least a rental-version of the
application program.

20. The non-transitory computer-readable recording

15 medium according to claim 17, wherein the different display

modes include one or more of different colors, different shad-
ing, different highlighting, and different shapes, for present-
ing the achievement icon images.
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